INSTRUCTION BOOKLET 


EE PAL VERSION I 


Wanted: A Few Good Heroes 


So you want to be a Rock ’n Roll star? Do you 
have the nerves to race against the best? We 
have a fine tradition here at the Flip Johnson 
Racing School—a tradition of losing drivers 
who ease up on the gas pedal just a little too 
early—then KAPOW, they're out. 


That’s right, not since Flip Johnson won the 

` Indianapolis Super Cup back in 2911 have we 
had a winning ticket. What makes you think 
you'll win? 


You know who else will be racing against you? 
Criminals, machines, geniuses and the lizard 
prince of Bogmire, Ragewortt himself. 


Oh very well kid. You're in. We're counting on 
you. Good luck! You're gonna need it. 


Rock ‘n Roll Racing” 


he following suggestions will help keep 
your Super NES Game Pak in its best 
working condition. 


) Keep the Game Pak away from heat or cold, 
water and especially direct sunlight. Life is 
rough enough on the track. 


2. Keep the Game Pak in its protective cover 
when it’s not being used. 


g. i your Game Pak gets dirty or dusty, use a 
clean, soft cloth to clean it. Do not use any 
chemicals. A clean Pak will assure you hours 
of racing fun. 


LM Never take the Game Pak apart. There is 
nothing for you to use in there. Just like your 
racing car, keep your fingers out of the 
engine! 


S Always be sure the Super NES power is OFF 
when inserting or removing the Game Pak. 


© 
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or you recruits who want to blast right into the action, you'll need to 
know a few things: 


l. You're here to have fun, Make sure your Super NES power is off. Insert the 
Rock ‘n Roll Racing” Game Pak into your Super NES and power up! 
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2. Press START on your Controller. ç, Select your Hero (see Hero Biographies.) 
Choose NEW GAME. 


È, choose ONE or TWO PLAYERS. 


Kock £ KOLL 
RACING 


Q. Choose play level: Rookie, Z. Select Start Race at the MAIN 


Veteran or Warrior. SCREEN. 6 
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_ he first automobile race 
was held in France in 
1894, seven years after 
the first car was made 
by Herr Daimler and 

: Herr Benz of Germany. 
They ade the first combustion engine 
used in cars of the late 19th, 20th and 
early 21st centuries (one of Daimler's 
daughters was named Mercedes; 
together the engineers made 
Mercedes Benz, still a mark of 
quality in the 30th Century.) In these 
automobile races, men wanted to test their wits, skill and 
machines against each other where only the best survived. Old nations 
like Germany, England, France and the United States began holding 
regular races to celebrate the automobile, the new standard for 
transportation. 


When mankind discovered intelligént Heo on 
Bogmire in the year 2833 it 
started a craze like 
nothing ever seen 
before. The Saurions on 
Bogmire started racing 
with all sorts of souped 
up cars to classic Rock ’n 
Roll music from the planet 
Earth. The idea caught on, 
and the Rock ”n Roll 
Racing” Commission was 
formed. They are 
responsible for the 
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Rock. ”n Roll Racing’. 


The first race was held in 
2911, one millenium after 
the Indianapolis 500 began, 

so they named the grand prize 
the Indianapolis Super Cup. 


Flip Johnson from Terra won the 
first complete Rock ’n Roll Race 

| with his brand of nitrous oxide 
called Lightning Nitro. It was an 
upset since on the three-race tour, 

Dangbar of Bogmire was clearly in 

the lead. Dangbar threatened to eat Flip if he competed again, so Flip 
opened a school of driving on Terra, his home planet, and retired 
from racing. 


Now of course, Rock ’n Roll Racing” is the most watched sport in the 
universe. An estimated 7 8 billion 

people from 17 planets tune in 
regularly to see the modern age 
demolition derby. 


Rock ‘n Roll Racing” 


SNAHE SANDERS 
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A new 
recruit, 
eh? Do 
you have 
the nerves 
to race 
with the 
best? Well 
good. 
What's 
your 


STORT RACE 


name, 
kid? 


New Game 


ou should start your career as a Rookie. 

You only get to race three planets, which 

means you can’t win the game, but you'll 
get the experience you need before becoming a 
veteran. Veterans race the full 5 planets, but the 
game is much trickier. By winning all 5 planets 
you win the Indianapolis Super Cup. 


Warriors face the toughest computer play, and 
you get to race on Inferno, the bonus planet. 
Slam your car into overdrive for this one! 


You'll be placed into Fast Eddie’s shop to buy 
your first car (see Buying a Car.) After your 
purchase you will be placed at the MAIN SCREEN. , 


On the MAIN SCREEN (above) you see player one 
on the left (that’s you) and your car below. On the 
right is your enemy and his car below. 


In the middle are some statistics. At the top is 
the player being showcased; beneath the player 
is how much money you have. Next is the planet 
you'll be racing on (and its picture.) RACES RUN 
shows how many races on this planet you have 
under your belt and how many are left in the 

: season. For example, if it says 6 of 8, that means 
you've raced six times on this planet and you 

_ have two more until the Division ends. Last is 
your SCORE, how much you've earned and how 
many you need to advance (see Score and 
Advancement.) The bottom of the main screen 
contains five buttons to choose from. 


Select this one to START THE RACE. 


E This brings you to Gordo the Saurion's 
© Gift Shop where you buy stuff for your 
car (see Buying Equipment.) 


= This brings you to Bay 2, where Captain 
£ ia Floyd Braddock, your Space Limo 
Chauffeur, will hyperspace you to the 
next race (see Score and Advancement.) 


2 This returns you to Fast Eddie’sto buy a 
Ea new car or to repaint your car. Planets 
you visit later will have different cars to 
choose from. 


| This lets you change a few options, like 
sound, music, etc., and this is where 


you find a password to save your game 
(see Options.) 


VIPER MacHAY 


Rock ‘n Roll Racing” — 
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The bottom right of the MAIN SCREEN shows your 
weapon type and how many shots you've 
purchased. On top is your FORWARD WEAPON, 
then your REAR WEAPON, and on the bottom are 
your POWER CHARGES. The maximum you can 
have of each is seven. 


Let the Carnage Begin 


hen you have equipped your car to your 
liking select START RACE. At the track 
you'll hear Larry “Super Mouth” Huffman = 


begin the race, and here is where you have to 
prove yourself. 


On the race screen you will see a little map, 
numbers, dots and the number of laps remaining. 
The race map is on the top left; it shows you 
where you and your opponents are. These cars are 
coloured just like the real-life ones. 


Some track layouts have alternate routes you may 
take. Be aware, some tracks may appear to have 
alternate routes. If you cheat, the race officials 

| won't count your lap. Two samples are shown 
above. If you don't know which way to go, follow 

an opponent. 


The top of the race screen shows how many 
charges you have left for all your weapons. The 
first is your FORWARD WEAPON, then your POWER 
CHARGES, then your REAR WEAPONS. Remember, 
they're recharged after every lap. 


There are some other track features you'll learn 
about as you play and race against the best. 
i> Three are shown below. 


CASH BONUS ali REPAIRS YOUR 
$1,000 a ARMOUR 
BEAR CLAW 
| MINES! 
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s you drive you will want to blow the 

competition away with your weapons. 

Your forward weapons cannot damage 
your car, but your rear ones (like mines) can if 
you run over them later. 


Hitting other cars can also damage you. The 
faster you hit a car the more damage you're likely 
to take. Flying off the track will trash your car, so 
be careful off the jumps and when to fire up the 
Lightning Nitro. 


At the top right are GREEN or RED ARMOUR DOTS 
which show how damaged your car is. When you 
have two dots left they turn red and your car will 
smoke all the time. When you have no dots left 
your car blows up. But don’t worry, in a few 
seconds Fast Eddie will deliver your new car! 
When you buy better armour you get more dots to 
play with. 


Also in the top right of your race screen are the 
number of laps remaining. LAP 1 means you're in 
the final lap. Larry will announce this if he’s — 
turned on (see Options.) 


| 
| 
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hen you win a race you will get MONEY 
W SCORE. Your SCORE is what you 

really need. Only with enough points will 
you be allowed to advance to the next planet. If 
you have enough points to advance, you may 
either advance early by selecting ADVANCE A 
LEVEL, or at the end of the season the race 
officials will decide for you (see Score and 
Advancement.) 


1. First place anes you the Gemini Gold 
Trophy, $10,000 and 400 points. 


| 2. Second Lt ives wou the Silver Atlas 


Trophy, $7,000 and 200 points. 


> 3. Third place will ive you a cute blue rib- 


bon, $4,000 and 100 points. 


4. Fourth place means you need more 
practice. Sorry, you get nothing. 


Rock ‘n Aoll Racing” 


ala AIST How Do I Work This Thing? 


our Controller is set up in the following 
format for Rock 'n Roll Racing”: 


€., Pad This steers your car. Left and right will turn 
your race car as though you were in the driver's 
seat. Down will brake, but who ever brakes in a 
Rock ’n Roll race? 


L/R These will make sharp left or right turns when 
you steer with the Control Pad. 


B This is your gas pedal during the race (you'll 
probably want to press it all the time) and this 
is your SELECTION button in the other screens. 


M This will use your POWER CHARGES. 
Y Fires your FORWARD WEAPON. 
A Fires your REAR WEAPON. 


Start During a race you can give up by using this 
button. Don’t worry if you press it on accident, 
it will ask you to confirm YES or NO. 


Selcet Does nothing. 
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7 he next few pages bring you to the car ROAD HILL HELLY 


and gift shops. You will need to visit both 

to do well on the track. All drivers are 
loaned $20,000, and if you are lucky enough to 
win, you won’t have to pay it back. With this 
money you can buy your car and equipment. 


+ After racing you will want to buy better supplies 

-at Gordo’s Gift Shop. He has locations at all Rock 

e 'n Roll Racing” planets and popular driver 
hangouts. 


Each car can only carry a certain type of FRONT 
WEAPON, REAR WEAPON, and POWER CHARGE. 
They can’t be exchanged between cars. 


Every time you complete a lap around the track 
the officials will recharge your WEAPONS and 
POWER CHARGES up to the number of shots you 
bought. So if you buy one laser shot, you get one 
charge for every lap. If you buy seven laser shots 
(the maximum), you get seven charges every lap. 


| When you buy armour, tyres, engines and shocks 

| they're yours for keeps until you buy a new car. 
When you buy a new car you will have to buy all 

ta over again the nice things your last car had, and 

'- maybe more. 

| 
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JAHE BADLANDS 
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Welcome to Fast Eddie’s, the only authorized Rock 
”n Roll Race Car dealer in the universe. You can't 
race without a car, see, so tell me want you want 

and I'll see what I have in stock for ya’. 


Our fine selection of race cars are guaranteed for 
life. Since you racers are the unruly sort, these cars 
are sure to get pretty banged up. But since I’m the 
only dealer, I have to replace your car free of 
charge in only a few seconds. Nice deal, eh? 


n Chem VI, the first planet, you will have a 
choice of three cars to choose from, the 
Dirt Devil, Marauder or Air Blade, 
although you won't be able to afford an Air 
Blade at the beginning of your career. On later 
planets you will be able to choose a Battle Trak 
or Havac, the finest modern racing machines in 
the galaxy. 


To choose the colour of your car, select the paint 
colour you want on the left side of the screen and 
press KS. Move the Control Pad left or right to 
move the Claw and you can view the cars being 
showcased. 


When you're satisfied, select BUY. Sorry, no 
refunds and no returns. 
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Ý Dirt Devil $18,000 D 
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$18,000 © 
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yHavac $130,000 


\ Rock ‘n Roll Racing” 
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RETURN TO MENU 


Welcome to Gordo the Saurion’s Gift Shop! We 
have the best selection of weapons, armour, 
engines, tyres and shocks you'll find 
anywhere. And with every purchase, we'll give 
you a free hair cut! 
With each new car you buy you get one free 
sample of equipment. But you can't keep any 
of the upgrades on any new cars you buy 
because all purchases are custom fit. Sorry. 
Come on in and browse around! I'm friendly. 
ove the CONTROL PAD around to see the 
different equipment available for 
purchase. Displayed in the upper right 
is the item you have, the next best item 
(upgrade), and its price. Pressing B will 
purchase the item. Select EXIT to return to the 


MAIN SCREEN. 
Sorry, no refunds, no returns. 
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Rifle 
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Rogue 
Missile 
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Locust 


Jump Jets 


Lightning 


Nitro 


LISTED 
PRICE IS 
PER SHOT 
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BF's Slip 
Sauce 


Bear Claw > 
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KO Scatter 


Price includes 4 =: 


tax, shipping 


and installation 
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_ Defender — 
Sabertooth 


Atlas Powerplate 
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Road Warriors 


I Track 


Masters 
Super 


Mudwhumpers 


Atlas Power Claws 


Mydrosprings 


Hydro Twinpacks fe 


Atlas Power Lifts 
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SERNER 


[CAPTA IN. BRADDOCK: 


VOU SIN" T. EARNED 
THe RED 
ROORKEE; I YER: 


PEPE SURE? 
1460 


aces are run in divisions and seasons, 
two divisions equals one season on each 
planet. In order for you to advance 
through the seasons and onto the next planet you 
need to win races. With each win you get a 
SCORE. SCORE is rated in points; only with 
enough points will the race officials let you 
advance to the next season. If you don’t SCORE 
enough you will have to race again on the planet 
you lost on, and your SCORE is set to zero. 


R 


At the end of a division you will automatically go 


to Bay 2 where Captain Braddock, your Space 
Limo Chauffeur, awaits you. With enough SCORE 
you will advance. On each new planet your SCORE , 
drops to zero; you will have to prove yourself 
again on the new tracks. 


Early Advancement 
ou may want to advance early if your 
SCORE is high enough. To do so, select 
ADVANCE A LEVEL on the MAIN SCREEN. 


NEW MOJAVE 
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Team Play or not Team Play... 


o play a two-player game, select 2-PLAYER 
7 at the START SCREEN. Everything will be 

the same as 1-PLAYER games except 
players will have to take turns at the MAIN 


SCREEN. 


Player One always goes first. When Player One is 
ready to race, select the START RACE icon. Then 
Player Two may work around the MAIN SCREEN. 
Again, select START RACE when you are done. 


On the track, Player One will have the top half of 
the screen, and Player Two will be on the bottom 
half. 


You can work together or play against each other. 
Remember, your enemy and Rip will be racing 
against both of you. 


Rock ‘n Roll Racing” 
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Just Some Action, Please 


electing this will give you carte blanche in 
C the racing world. You can race against any 

enemy (except J.B. Slash) or a second 
player, and any car you choose will be powered up 
to the max. This option is good for practice, 
improving your racing skills, or just for some 
quick & dirty fun. 


Selecting VS. MODE will ask you to choose one- or 
two-player, and will then ask you which car you'd 
like to drive. To drive a Battle Trak you'll need to 
switch to planets where it’s available. 


VS. MODE will start you on the easiest planet, 
Chem VI. However, you may change at any time 
and go to any planet as you wish (except Inferno), 
or return to planets you've already raced on. 


INFERNO 


l ROORKEE PABSHORD. | 
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he OPTIONS SCREEN will let you set a few 
preferences for game play. From top to 
bottom, you can toggle the features music, 


sound effects and Larry "Super Mouth" Huffman 
ON or OFF. 


Below these options rests your 12-digit password 
necessary for saving the game. See Saving a 
Same on page 26 for details. 


Last is the EXIT selection to return to the MAIN 
SCREEN. 
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new password to save your game is 

generated only when you start new 

divisions or replay the same division. You 
may view the password at any time by going to 
the OPTIONS SCREEN. If you want to save a 
game you must write this password down. 


Remember, this password will only restore your 
game at the point when you started this division. 


To continue a saved game, select PASSWORD 
from the START SCREEN. You will be given a grid 
of letters, numbers and symbols to enter by using 


~ the Control Pad and the & button. Make sure all 


12 characters are entered correctly and the game 
will continue where you left off. Select CLR 
(clear) to wipe the slate clean. Select END when 
you are done. 


>, ENTER PASSHORD ~~ 
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GAME DESIGN 
Silicon & Synapse 
Alan Pavlish 


PRODUCERS 
Allen Adham 
Alan Pavlish 


EXECUTIVE PRODUCER 
Brian Fargo 


PROGRAMMING 
Bob Fitch 

Pat Wyatt 

Allen Adham 


ARTWORK 
Samwise Didier 
Ron Millar 
Joeyray Hall 


ADDITIONAL ARTWORK 
Stu Rose 

Clyde Matsumoto 

Paul Barton 

Anthony Gomez 


AUDIO PROGRAMMING 
Software Creations 


QUALITY ASSURANCE DIRECTOR 
Kerry Garrison 


ASSISTANT QA DIRECTOR 
Rodney Relosa 


LEAD TESTERS 
Dave Healy 
Dean Schulte 
Chris Tremmel 


ADDITIONAL TESTING 

Frank Alberry 

Michael Packard 

Brian Fargo 

Matt Findley 

Darn Near Everyone at Interplay 


THANKS TO 
Todd Camasta 
Bill Heineman 
Allen Anderson 


MUSIC 
Bad to the Bone 
Written by George Thorogood 
- Published by Del Sound Music (BMI) 


Born to be Wild 

Written by Mars Bonfire 
Copyright by Music Corporation of 
America 

International Rights Secured. 

Not for broadcast transmission. 
All rights reserved. DO NOT 
DUPLICATE. 


Highway Star 

Written by Blackmore, Gillan, Glover, 
Lord, Paice 

Copyright by Mauve Music Inc. 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT 
DUPLICATE. 


Peter Gunn 

Written by Henry Mancini 

Copyright by All Nations Music on 
Behalf of Northridge Music Company 
International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT 
DUPLICATE. 


Paranoid 

Written by Anthony lommi, William 
Ward, Terence Butler, John Osbourne 
Copyright by Essex Music International 
Inc. 

International Rights Secured. 

Not for broadcast transmission. 

All rights reserved. DO NOT 
DUPLICATE. 


VOICE 
Larry “Supermouth” Huffman 


MANUAL DESIGN & PRODUCTION 
Jerry Friedman ® Galahad Graphics 


SCREEN SAVER 


